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Problem Set "Factoring Quadratics Experiment" id:[77824]
1) Assistment #84255 "84255 - 43056"
Factor the following polynomial:
x2 + 12x +27







Factoring means you want to get the polynomial in this
form
 
(___x  + ___)(____x + ____)
 
(Note: The signs may change.)
 
The question is asking for only one of factors: (x + __).
 
We have: x2 + 12x +27
 
Since the product of the last terms must be 27, and 27 has three prime factors (3, 3, and 3).
 
The last terms could be:
 
27 and 1,  because 27*1 = 27  
-27 and -1,  because -27*-1 = 27
3 and 9, because 3*9 = 27 
-3 and -9, because -3*-9 = 27
9 and 3, because 9*3 = 27
-9 and -3, because -9*-3 = 27
3 and 9, because 3*9 = 27
-3 and -9, because -3*-9 = 27
To find which set is right, we need to determine which results in b. Because the coefficient of x2 is
one, only the sum of the last terms need to add to b.
Thus we must look at all possible combinations until we find the one that will result in b, 12.
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Thus we must look at all possible combinations until we find the one that will result in b, 12.
(x + 27)(x + 1) : (x * 1) + (x * 27) = 28x
(x - 27)(x - 1) : (x * -1) + (x * -27) = -28x
 
(x + 3)(x + 9) : (x * 9) + (x * 3) = 12x
(x - 3)(x - 9) : (x * -9) + (x * -3) = -12x
 
(x + 3)(x + 9) : (x * 9) + (x * 3) = 12x
(x - 3)(x - 9) : (x * -9) + (x * -3) = -12x
 
(x + 9)(x + 3) : (x * 3) + (x * 9) = 12x
(x - 9)(x - 3) : (x * -3) + (x * -9) = -12x
 




Type either (x+3) or (x+9).
 
2) Assistment #84262 "84262 - 43056"
Factor the following polynomial:
x2 + 6x +8







Factoring means you want to get the polynomial in this
form
 
(___x  + ___)(____x + ____)
 
(Note: The signs may change.)
 
The question is asking for only one of factors: (x + __).
 
We have: x2 + 6x +8
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Since the product of the last terms must be 8, and 8 has three prime factors (2, 2, and 2).
 
The last terms could be:
 
8 and 1,  because 8*1 = 8  
-8 and -1,  because -8*-1 = 8
2 and 4, because 2*4 = 8 
-2 and -4, because -2*-4 = 8
4 and 2, because 4*2 = 8
-4 and -2, because -4*-2 = 8
2 and 4, because 2*4 = 8
-2 and -4, because -2*-4 = 8
To find which set is right, we need to determine which results in b. Because the coefficient of x2 is
one, only the sum of the last terms need to add to b.
Thus we must look at all possible combinations until we find the one that will result in b, 6.
(x + 8)(x + 1) : (x * 1) + (x * 8) = 9x
(x - 8)(x - 1) : (x * -1) + (x * -8) = -9x
 
(x + 2)(x + 4) : (x * 4) + (x * 2) = 6x
(x - 2)(x - 4) : (x * -4) + (x * -2) = -6x
 
(x + 2)(x + 4) : (x * 4) + (x * 2) = 6x
(x - 2)(x - 4) : (x * -4) + (x * -2) = -6x
 
(x + 4)(x + 2) : (x * 2) + (x * 4) = 6x
(x - 4)(x - 2) : (x * -2) + (x * -4) = -6x
 




Type either (x+2) or (x+4).
 
3) Assistment #84278 "84278 - 43056"
Factor the following polynomial:
x2 + 18x +45
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Hints:
Factoring means you want to get the polynomial in this
form
 
(___x  + ___)(____x + ____)
 
(Note: The signs may change.)
 
The question is asking for only one of factors: (__x + __).
We have: x2 + 18x +45
 
Since the product of the last terms must be 45, and 45 has three prime factors (5, 3, and 3).
 
The last terms could be:
 
45 and 1,  because 45*1 = 45  
-45 and -1,  because -45*-1 = 45
5 and 9, because 5*9 = 45 
-5 and -9, because -5*-9 = 45
15 and 3, because 15*3 = 45
-15 and -3, because -15*-3 = 45
3 and 15, because 3*15 = 45
-3 and -15, because -3*-15 = 45
To find which set is right, we need to determine which results in b. Because the coefficient of x2 is
one, only the sum of the last terms need to add to b.
Thus we must look at all possible combinations until we find the one that will result in b, 18.
(x + 45)(x + 1) : (x * 1) + (x * 45) = 46x
(x - 45)(x - 1) : (x * -1) + (x * -45) = -46x
 
(x + 5)(x + 9) : (x * 9) + (x * 5) = 14x
(x - 5)(x - 9) : (x * -9) + (x * -5) = -14x
 
(x + 3)(x + 15) : (x * 15) + (x * 3) = 18x
(x - -3)(x - -15) : (x * -15) + (x * -3) = -18x
 
(x + 15)(x + 3) : (x * 3) + (x * 15) = 18x
(x - 15)(x - 3) : (x * -3) + (x * -15) = -18x
 




Type either (x+3) or (x+15).
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4) Assistment #377868 "377868 - Wrecks Instructions"
In the next step you are going to play Wrecks Factor, a game about factoring quadratics, for at least five
minutes.  Be sure to remember your high score  when you are done playing!
 
The game will guide you through a brief tutorial.  If you want further help you can click the Help buttion on
the main menu.
 
Please leave all of the settings on default.  
 
When you are done, return to this window and continue.
 
What are you going to do?
Multiple choice:
Continue and play Wrecks Factor for at least five minutes.
Go shopping
No, you are going to continue and play Wrecks Factor for at least five
minutes.
Write a poem





5) Assistment #377869 "377869 - Wrecks Game"
Click the picture below and play the game for at least five minutes (you can play more if you want to!).
 Remember to keep track of your score!
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6) Assistment #377506 "377506 - Game Survey"
Did you think the game was:
Multiple choice:
Educational and fun?
Fun but not educational?
Boring but educational?
Boring and not educational?




7) Assistment #378227 "378227 - ASSISTments Instruction"
In the next step you are going to answer a series of questions on ASSISTments .
 
When you click the ASSISTments image, a new window will open and you will answer questions for at
least five minutes, but you may continue as long as you want.
 
When you are done, you will enter your score and then continue.
 
What are you going to do on the next page?
Multiple choice:
Click the ASSISTments link, use it for at least five minutes, then enter your score
Go shopping
No, you are going to continue and play Wrecks Factor
Write a poem
No, you are going to continue and play Wrecks Factor





8) Assistment #378226 "378226 - ASSISTments Test Drive"
Please click on the picture below and answer questions for at least five minutes.
 
 






9) Assistment #84249 "84249 - 43056"
Factor the following polynomial:
x2 + 12x +35







Factoring means you want to get the polynomial in this
form
 
(___x  + ___)(____x + ____)
 
(Note: The signs may change.)
 
 
The question is asking for only one of factors: (x + __).
We have: x2 + 12x +35
 
Since the product of the last terms must be 35
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The last terms could be:
 
35 and 1,  because 35*1 = 35  
-35 and -1,  because -35*-1 = 35
7 and 5, because 7*5 = 35 OR
-7 and -5, because -7*-5 = 35
To find which set is right, we need to determine which results in b. Because the coefficient of x2 is
one, only the sum of the last terms need to add to b.
Thus we must look at all possible combinations until we find the one that will result in b.
 
(x + 35)(x + 1) : (x * 1) + (x * 35) = 36x
(x - 35)(x - 1) : (x * -1) + (x * -35) = -36x
(x + 7)(x + 5) : (x * 7) + (x * 5) = 12x
(x - 7)(x - 5) : (x * -7) + (x * -5) = -12x
 




Type either (x+7) or (x+5).
 
10) Assistment #84191 "84191 - 43056"
Factor the following polynomial:
x2 + 6x +9
 





Factoring means you want to get the polynomial in this form
 
(___x  + ___)(____x + ____)
 
Since x2 + 6x +9  has no coefficient to x2, neither of the x's in the factored form have a coefficient,
meaning you only have to find the values of the two blanks.
(x  + ___)(x + ____)
 
The question is only asking for only one of the factors: (x + ___)
4/23/13 Assistment - Printing Content
assistments.org/build/print/sequence/77824?mode=debug 9/11
We have: x2 + 6x +9
 
Since the product of the last terms must be 9
 
The last terms could be:
 
3 and 3 ,  because 3*3=9 
-3 and -3, because -3*-3=9
9 and 1,  because 9*1 = 9  OR
-9 and -1,  because -9*-1 = 9
 
So you either have:
(x  + 3)(x + 3)
(x  - 3)(x - 3)
(x  + 9)(x + 1)
(x  - 9)(x - 1)
To determine which of the four is correct, you must re-expand each and find a match to the original
problem.
When you multiply you get:
(x + 3)(x + 3) = x2 + 3x + 3x + 9 = x2 + 6x + 9
(x - 3)(x - 3) = x2 - 3x - 3x + 9 = x2 - 6x + 9
(x + 9)(x + 1) = x2 + 9x + x + 9 = x2 + 10x + 9





This one is correct:
(x  + 3)(x + 3) = x2 + 3x + 3x + 9 = x2 + 6x + 9
 
Type (x+3).
This means the original polynomial is a special polynomial. If the polynomial is of the form x2 + (2*c1/2)x
+ c (b is 2 times the square root of c) then the answer will always be (x+[The square root of c])2.
11) Assistment #84285 "84285 - 43056"
Factor the following polynomial:
x2 + 26x +105









Factoring means you want to get the polynomial in this
form
 
(___x  + ___)(____x + ____)
 
(Note: The signs may change.)
 
The question is asking for only one of factors: (__x + __).
We have: x2 + 26x +105
 
Since the product of the last terms must be 105, and 105 has three prime factors (7, 3, and 5).
 
The last terms could be:
 
105 and 1,  because 105*1 = 105  
-105 and -1,  because -105*-1 = 105
7 and 15, because 7*15 = 105 
-7 and -15, because -7*-15 = 105
21 and 5, because 21*5 = 105
-21 and -5, because -21*-5 = 105
3 and 35, because 3*35 = 105
-3 and -35, because -3*-35 = 105
To find which set is right, we need to determine which results in b. Because the coefficient of x2 is
one, only the sum of the last terms need to add to b.
Thus we must look at all possible combinations until we find the one that will result in b, 26.
(x + 105)(x + 1) : (x * 1) + (x * 105) = 106x
(x - 105)(x - 1) : (x * -1) + (x * -105) = -106x
 
(x + 7)(x + 15) : (x * 15) + (x * 7) = 22x
(x - 7)(x - 15) : (x * -15) + (x * -7) = -22x
 
(x + 3)(x + 35) : (x * 35) + (x * 3) = 38x
(x - -3)(x - -35) : (x * -35) + (x * -3) = -38x
 
(x + 21)(x + 5) : (x * 5) + (x * 21) = 26x
(x - 21)(x - 5) : (x * -5) + (x * -21) = -26x
 
Only (x + 5) (x + 21) results in the correct b
value





Type either (x+5) or (x+21).
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Problem Set "Translations and Reflections Experiment" id:[79354]
1) Assistment #369011 "369011 - Triangle Reflection"












To reflect, you need to flip the shape over the x
axis.
The current coordinates of point A are
(-2,-8)
The x-value...
stays the same when relfect across the x-axis  
is multiplied it by -1 when reflecting across the y-axis.
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is multiplied it by -1 when reflecting across the y-axis.
 
The y-value... 
stays the same when relfect across the y-axis 
is multiplied it by -1 when reflecting across the x-axis.
 
Type in (-2,8)
2) Assistment #368994 "368994 - Quadrilateral Translation"












To translate, you need to start at each point and count 4 to the left and then 5
up.
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The current coordinates of point B are
(8,-1)




3) Assistment #378509 "378509 - Triangle Rotation"














Redraw the triangle on a seperate sheet of paper.
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Rotating about the origin means that (0,0) on the graph will be the center of the rotation.
90 degree rotation is a quarter turn.
 
180 degree rotation is a half turn.
 





Rotate your drawing 180 degrees.
 
The current coordinates of the point B are (7,-2)
 




When you rotate 180 degrees the sign will change on x and y values.
The x-value of point B will change from 7 to -7 when you rotate 180
degrees.
 
The y-value will change from -2 to 2.
 
Type in (-7,2)
4) Assistment #377820 "377820 - Transtar Instructions"
In the next step you are going to be playing Transtar, a game about translations, reflections, and rotations,
for at least five minutes.  Be sure to remember your high score  when you are done playing!
 
The game will guide you through a brief tutorial.  If you want more help you can click the Help button on
the main menu.
 
When you are done, return to this window and continue.
 
What are you going to do?
Multiple choice:
Go to bed
No you're going to play Transtar for at least five minutes before returning to this
window.
Learn to knit
No you're going to play Transtar for at least five minutes before returning to this
window.
Continue and play Transtar for at least five minutes before returning to this window.
Hints:
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Hints:
5) Assistment #377821 "377821 - transtar2"












6) Assistment #377506 "377506 - Game Survey"
Did you think the game was:
Multiple choice:
Educational and fun?
Fun but not educational?
Boring but educational?
Boring and not educational?
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7) Assistment #369091 "369091 - Please click the ..."
In the next step you will be playing Transformation Golf, a game about rotations, reflections, and
translations, for at least five minutes.  Be sure to remember your high score  when you are done playing!
 
The goal of the game is to translate, reflect, and rotate the golf ball into the hole.
 
When you are done, return to this window and continue.
 
What are you going to do?
Multiple choice:
Draw a picture
No, you are going to continue and play Transformation Golf for at least five minutes before returning
to this window.
Learn to knit
No, you are going to continue and play Transformation Golf for at least five minutes before returning
to this window.
Continue and play Transformation Golf for at least five minutes before returning to this window.
Help around the house
No, but that's considerate of you.
8) Assistment #377508 "377508 - transgolf"
Please click the picture below and play the game for at least five minutes (you can play more if you want
to!).  Remember to keep track of your high score!
 
 










9)Duplicate assistment: Assistment #377506 "377506 - Game Survey" was not displayed.
10) Assistment #369005 "369005 - Triangle Reflection"
Reflect the triangle across the x axis.  What are the coordinates of point A after the reflection?












To reflect, you need to flip the shape over the x
axis.
The current coordinates of point A are
(2,-7)
The x-value...
stays the same when relfect across the x-axis  
is multiplied it by -1 when reflecting across the y-axis.
 
The y-value... 
stays the same when relfect across the y-axis 
is multiplied it by -1 when reflecting across the x-axis.
 
Type in (2,7)
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11) Assistment #368988 "368988 - Quadrilateral Translation"












To translate, you need to start at each point and count 2 to the left and then 2
up.
The current coordinates of point D are
(2,-6)
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12) Assistment #378513 "378513 - Triangle Rotation"














Redraw the triangle on a seperate sheet of paper.
 
Rotating about the origin means that (0,0) on the graph will be the center of the rotation.
90 degree rotation is a quarter turn.
 
180 degree rotation is a half turn.
 
Clockwise means the direction that a clock moves.






Rotate your drawing 90 degrees.
 
The current coordinates of the point C are (4,-8)
 




When you rotate 180 degrees the sign will change on x and y values.
The x-value of point C will change from 4 to -8 when you rotate 90
degrees.
 
The y-value will change from -8 to -4.
 
Type in (-8,-4)
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Problem Set "Multiplying Binomials Experiment" id:[78281]
1) Assistment #112664 "112664 - Multiplying Binomials"






























You need to enter your answer in the right format for the computer to grade it.
1.Use standard form, which means you put the highest power first.
2. Use the  ^to show exponents just like you do with a graphing calculator. 
3. Do not put in any spaces.
For example: 6 + x2 - 4x3 - 2x is - 4x3+ x2- 2x + 6 in standard form and
You would type in: -4x^3+x^2-2x+6 
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Be sure to read the rules in orange carefully.
To solve the problem:





Then calculate the area for each section of the rectangle.
 
2x + 9
4x (2x)(4x)  (9)(4x)
+    
5 (2x)(5)  (9)(5)










You need to enter your answer in the right format for the computer to grade it.
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You need to enter your answer in the right format for the computer to grade it.
1.Use standard form, which means you put the highest power first.
2. Use the  ^to show exponents just like you do with a graphing calculator.  
3. Do not put in any spaces.
 
For example: 6 +  x2 -  4x3 - 2x   is  - 4x3+  x2- 2x  + 6  in standard form and





Be sure to read the rules in orange carefully.
To solve the problem:
 Think of each polynomial as one side of a rectangle.
3x  + -9
8x   
+
7   
 
 
Then calculate the area for each section of the rectangle.
 3x + -9
8x (3x)(8x) (-9)(8x)
+
7  (3x)(7) (-9)(7)
Then add each area together:
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Type in:  24x^2+-51x-63
4) Assistment #369098 "369098 - Game Instructions"
In the next step you are going to play Rags to Riches- Multipling Binomials , a game where you will try
to earn a million dollars by successfully multiplying binomials, for at least five minutes.  Be sure to
remember your high score  when you are done playing!
 
The game is multiple choice and you have  limited number of hints if you get stuck on a question.  Try to
earn as much money as you can and good luck!
 
When you are done, return to this window and continue.
 
What are you going to do?
Multiple choice:
Brew some coffee
No, you are going to continue and play Rags to Riches- Multiplying Binomials and return to this
window
Continue and play Rags to Riches- Multiply Polynomials and return to this window
Clean your room
No, you are going to continue and play Rags to Riches- Multiplying Binomials and return to this
window
5) Assistment #377495 "377495 - Rags to Riches Game"
Please click the picture below and play the game for at least five minutes (you can play more if you want
to!).  Make sure to keep track of your score!
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6) Assistment #377506 "377506 - Game Survey"
Did you think the game was:
Multiple choice:
Educational and fun?
Fun but not educational?
Boring but educational?
Boring and not educational?




7) Assistment #378227 "378227 - ASSISTments Instruction"
In the next step you are going to answer a series of questions on ASSISTments .
 
When you click the ASSISTments image, a new window will open and you will answer questions for at
least five minutes, but you may continue as long as you want.
 
When you are done, you will enter your score and then continue.
 
What are you going to do on the next page?
Multiple choice:
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Multiple choice:
Click the ASSISTments link, use it for at least five minutes, then enter your score
Go shopping
No, you are going to continue and play Wrecks Factor
Write a poem




8) Assistment #377510 "377510 - ASSISTments Test Drive"




When you're done enter how many questions you answered below.
Ungraded open response:
52
9) Assistment #112668 "112668 - Multiplying Binomials"


































You need to enter your answer in the right format for the computer to grade it.
1.Use standard form, which means you put the highest power first.
2. Use the  ^to show exponents just like you do with a graphing calculator.  
3. Do not put in any spaces.
 
For example: 6 +  x2 -  4x3 - 2x   is  - 4x3+  x2- 2x  + 6  in standard form and





Be sure to read the rules in orange carefully.
To solve the problem:
 Think of each polynomial as one side of a rectangle.
6x  + -6
10x   
+
1   




Then calculate the area for each section of the rectangle.
 6x + -6
10x (6x)(10x) (-6)(10x)
+
1  (6x)(1) (-6)(1)




Type in:  60x^2+-54x-6
11) Assistment #112799 "112799 - Multiplying Binomials"
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Problem Set "PhET Experiment" id:[95541]
1) Assistment #384094 "384094 - Finding h of Quadratics in Standard Form (Type 1)"




f(x) = -5x2 + 4x + 5




This equation is in standard
form.
 
f(x) = ax2 + bx + c










The answer is 2/5.
2) Assistment #384153 "384153 - Finding k of Quadratics in Standard Form (Type 3a)"




f(x) = 3x2 - 5x
If not a whole number, enter the answer as a fraction.
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To find the y part of the vertex, k, calulate
f(h).
f(h) = f(5/6)
 = 3(5/6)2 - 5(5/6)
 = 3(25/36) - 5(5/6)
 = 75/36 - 5(5/6)
 = 75/36 - 25/6
 = 75/36 - 150/36




The answer is -25/12.
3) Assistment #384175 "384175 - Finding k of Quadratics in Standard Form (Type 1b)"




f(x) = -4x2 + 2x + 5




This equation is in standard form.
 
f(x) = ax2 + bx + c
To find the y coordinate of the vertex, k, you need to evaluate f(h).











 = -4(1/4)2 + 2(1/4) + 5
 = -4(1/16) + 2(1/4) + 5
 = -4/16 + 2(1/4) + 5
 = -4/16 + 2/4 + 5
 = -4/16 + 8/16 + 5




The answer is 21/4.
4) Assistment #415871 "415871 - In this next acti..."
In this next activity you will learn about the properties of parabolas and how to find the coordinates of a
parabola's vertex.
 
You will then practice and answer questions related to these skills.
 
Finally, you will be given a brief quiz.
 
Note: You will see in the corner of your that there are 43 items you need to do. Due to the creation of this






5) Assistment #372359 "372359 - Quadratic equatio..."
Quadratic equations are written in the form f(x) = ax2 + bx + c
When a quadratic equation is graphed it is referred to as a parabola. A parabola looks like this:
 






Parabolas can also be wider or thinner than this and be located anywhere on a coordinate system.
 
For a function to be quadratic and to be graphed as a parabola, a must be a number other than zero. A parabola can be
graphed from f(x) = 4x2 + 8x -6 just as easily as it can be graphed from f(x) = x2.
 
Which of these is a parabola?
 
 
Remember, a parabola is written in the form f(x) = ax2 + bx + c
Multiple choice:
f(x) = x3 + 5
A quadratic equation must be in the form f(x) = ax^2 +bx +
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A quadratic equation must be in the form f(x) = ax^2 +bx +
c.
f(x) = x2 + 3x - 5
f(x) = 7
A quadratic equation must be in the form f(x) = ax^2 +bx +
c.
f(x) = 6x
A quadratic equation must be in the form f(x) = ax^2 +bx +
c.
Hints:
6) Assistment #375724 "375724 - Use the equation ..."
In the following steps you will be using the "equation grapher" to graph different parabolas.  To graph a







If you want to be more precise you can click on the numbers above the sliders and replace them with exact
values.  Remember-- if you see "x" with no number in front of it the coefficient is 1 and that's what you
should enter into the equation grapher.
 
 




Lets now graph the parabolla f(x) = 2x2 - x + 2  
 
Enter the numbers above into the equation grapher below:
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7) Assistment #375735 "375735 - This time, enter ..."
 
 





This time, enter a negative value for a. Does the parabola open up or down?
Multiple choice:
Up






8) Assistment #375736 "375736 - Enter the value 1..."




Enter the value .1 for a. You should see two parabolas. Which one is wider, the red one (a = .1) or the
blue  one (a = 1)?
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Multiple choice:
Red (a = .1)




9) Assistment #375740 "375740 - Enter the value -..."
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Enter the value -1 for a. Click the Save  button. Enter the value -.1 for a. Which parabola is wider, the red
one (a = -.1) or the blue one (a = -1)?
Multiple choice:
Red one (a = -.1)
Blue one (a = -1)
Hints:
10) Assistment #372360 "372360 - Every parabola be..."
Every parabola begins at its vertex. The vertex of a parabola is its lowest or highest point.
 
                     
      


















11) Assistment #375741 "375741 - Enter a negative ..."






Did you enter a <b>negative value </b> value for
a?






12) Assistment #382248 "382248 - Quadrant1"
Graph the equation f(x) = x2 + 2x in the equation grapher below:
 
 



















Enter the numbers above into the equation grapher (a = 1, b = 2, c = 0)
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Your parabola should look like this.
13) Assistment #382249 "382249 - Quadrant2"
Graph the equation f(x) = .5x2 - x + 2 in the equation grapher below:
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Enter the numbers above into the equation grapher (a = .5, b = -1, c = 2)
 
Your parabola should look like this.
14) Assistment #372361 "372361 - x value phet"
A) Now let's practice calculating the vertex.
 
The x value of a parabola’s vertex is given by the equation h = -b/2a where the vertex is written (h, k).
 
In the image below h is 1 and k is -1, with the vertex lying at (1, -1).
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The solution method for finding h is shown below:
 






         = 2/2










B) The y value of a parabola’s vertex is given by f(h) where the vertex is given by (h, k). In other words,
the y value (k) of a parabola’s vertex is equal to a(h)2 +b(h) + c.
 
The solution method for finding k is shown below.
 
In the previous example (above), we found that h was equal to 1.  The equation is f(x) = x2 - 2x.
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In the previous example (above), we found that h was equal to 1.  The equation is f(x) = x2 - 2x.
 
f(h) = a(h)2 +b(h) + c
f(1) = (1)2 -2(1) + 0
          = 1 - 2






15) Assistment #375818 "375818 - Find the vertex o..."
A) Find the vertex of the graph of f(x) = -2x2 + 4x.
 
Use the equation grapher to estimate your answer.
 
 
Take the time to learn the formulas.  Later, there will be no equation grapher.
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Multiple choice:
I have a good idea of where the vertex will be.
Hints:
 
Enter these values for a and b.
 
Your parabola should look like this.
B) Now solve the equation and find h and k.
 
Remember, the equation is  f(x) = -2x2 + 4x.
h = -b/2a
k = f(h)
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k = f(h)










k = -2(1)2 + 4(1)
k = 2
 
The answer is (1,2)
16) Assistment #375819 "375819 - Find the vertex o..."
A) Find the vertex of the graph of f(x) = x2 - 2x - 3.
 
 
Use the equation grapher to estimate your answer.
 







Enter these value for a, b, and c.
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Your parabola should look like this.
B) Now solve the equation and find h and k. 
 
Remember, the equation is  f(x) = x2 - 2x - 3.
h = -b/2a
k = f(h)










k = (1)2 - 2(1) - 3
k = -4
 
The answer is (1,-4)
17) Assistment #375820 "375820 - Find the vertex o..."
A) Find the vertex of the graph of f(x) = -5x2 + 10x + 2.
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Enter these values for a, b, and c.
 
Your parabola should look like this.
B) Now solve the equation and find h and k. 
 
Remember, the equation is  f(x) = -5x2 + 10x + 2.
h = -b/2a
k = f(h)
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k = -5(1)2 + 10(1) + 2
k = 7
 
The answer is (1,7)
18)Duplicate assistment: Assistment #415871 "415871 - In this next acti..." was not displayed.
19)Duplicate assistment: Assistment #372359 "372359 - Quadratic equatio..." was not displayed.
20) Assistment #377892 "377892 - 2"
Every parabola begins at its vertex. The vertex of a parabola is its lowest or highest point.
 
                     





When a parabola opens up (a is positive) the vertex is its lowest point.  
 
When a parabola opens down (a is negative) the vertex is its highest point.
 
Is the vertex the highest or lowest point in   f(x) = 16x2 - 5x + 8  ?
Multiple choice:
Highest




Remember, a = 16
(positive).
21) Assistment #377893 "377893 - 3"
 




Remember, a parabola with a negative a value opens
downwards.
Hints:
Remember a = -1
(negative).
22) Assistment #377994 "377994 - 4"
A) The x value of a parabola’s vertex is given by the equation h = -b/2a where the vertex is written (h, k).
 
In the image below h is 1 and k is -1, with the vertex lying at (1, -1).
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The solution method for finding h is shown below:
 






         = 2/2










B) The y value of a parabola’s vertex is given by f(h) where the vertex is given by (h, k). In other words,
the y value (k) of a parabola’s vertex is equal to a(h)2 +b(h) + c.
 
The solution method for finding k is shown below.
 
In the previous example (above), we found that h was equal to 1.  The equation is f(x) = x2 - 2x.
 
f(h) = a(h)2 +b(h) + c
f(1) = (1)2 -2(1) + 0
          = 1 - 2
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23) Assistment #377996 "377996 - 6"

















k = -2(1)2 + 4(1)
k = 2
 
The answer is (1,2)
24) Assistment #377997 "377997 - 7"
Find the vertex of the graph of f(x) = x2 - 2x - 3.
 
 













k = (1)2 - 2(1) - 3
k = -4
 
The answer is (1,-4)
25) Assistment #377998 "377998 - 8"
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25) Assistment #377998 "377998 - 8"
Find the vertex of the graph of f(x) = -5x2 + 10x + 2.
 
 













k = -5(1)2 + 10(1) + 2
k = 7
 
The answer is (1,7)
26) Assistment #384102 "384102 - Finding h of Quadratics in Standard Form (Type 1)"




f(x) = -3x2 + x - 2




This equation is in standard
form.
 
f(x) = ax2 + bx + c












The answer is 1/6.
27) Assistment #384161 "384161 - Finding k of Quadratics in Standard Form (Type 3a)"




f(x) = 4x2 - 2x




To find the y part of the vertex, k, calulate
f(h).
f(h) = f(1/4)
 = 4(1/4)2 - 2(1/4)
 = 4(1/16) - 2(1/4)
 = 4/16 - 2(1/4)
 = 4/16 - 2/4
 = 4/16 - 8/16




The answer is -1/4.
28) Assistment #384141 "384141 - Finding k of Quadratics in Standard Form (Type 1a)"
Find the y coordinate of the vertex of the following equation.  
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f(x) = 5x2 + 2x + 2









 = 5(-1/5)2 + 2(-1/5) + 2
 = 5(1/25) + 2(-1/5) + 2
 = 5/25 + 2(-1/5) + 2
 = 5/25 - 2/5 + 2
 = 5/25 - 10/25 + 2




The answer is 9/5.
29) Assistment #384179 "384179 - Finding k of Quadratics in Standard Form (Type 1b)"




f(x) = 3x2 - 4x + 5




This equation is in standard form.
 
f(x) = ax2 + bx + c
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To find the y coordinate of the vertex, k, you need to evaluate f(h).









 = 3(2/3)2 - 4(2/3) + 5
 = 3(4/9) - 4(2/3) + 5
 = 12/9 - 4(2/3) + 5
 = 12/9 - 8/3 + 5
 = 12/9 - 24/9 + 5




The answer is 11/3.
30) Assistment #384152 "384152 - Finding k of Quadratics in Standard Form (Type 2a)"




f(x) = -4x2 + 5




To find the y part of the vertex, k, calulate
f(h).
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f(h) = f(0)
 = -4(0)2 + 5
 = 5
 
The answer is 5.
31) Assistment #384178 "384178 - Finding k of Quadratics in Standard Form (Type 1b)"




f(x) = x2 + 3x + 2




This equation is in standard form.
 
f(x) = ax2 + bx + c
To find the y coordinate of the vertex, k, you need to evaluate f(h).









 = 1(-3/2)2 + 3(-3/2) + 2
 = 1(9/4) + 3(-3/2) + 2
 = 9/4 + 3(-3/2) + 2
 = 9/4 - 9/2 + 2
 = 9/4 - 18/4 + 2
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The answer is -1/4.
32) Assistment #384112 "384112 - Finding h of Quadratics in Standard Form (Type 2)"




f(x) = -2x2 - 4




This equation is in standard
form.
 
f(x) = ax2 + bx + c










The answer is 0.
33) Assistment #384132 "384132 - Finding h of Quadratics in Standard Form (Type 4)"
Find the x coordinate, h, of the vertex of the graph of the following function:
 
 








This equation is in standard
form.
 
f(x) = ax2 + bx + c










The answer is 0.
34) Assistment #384189 "384189 - Finding k of Quadratics in Standard Form (Type 2b)"




f(x) = x2 + 5




This equation is in standard form.
 
f(x) = ax2 + bx + c
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To find the y coordinate of the vertex, k, you need to evaluate f(h).









 = 1(0)2 + 5
 = 5
 
The answer is 5.
35) Assistment #384101 "384101 - Finding h of Quadratics in Standard Form (Type 1)"




f(x) = -3x2 - 5x + 3




This equation is in standard
form.
 
f(x) = ax2 + bx + c












The answer is -5/6.
36) Assistment #384162 "384162 - Finding k of Quadratics in Standard Form (Type 3a)"




f(x) = -2x2 + 3x




To find the y part of the vertex, k, calulate
f(h).
f(h) = f(3/4)
 = -2(3/4)2 + 3(3/4)
 = -2(9/16) + 3(3/4)
 = -18/16 + 3(3/4)
 = -18/16 + 9/4
 = -18/16 + 36/16




The answer is 9/8.
37) Assistment #384198 "384198 - Finding k of Quadratics in Standard Form (Type 3b)"
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f(x) = 3x2 - 3x




This equation is in standard form.
 
f(x) = ax2 + bx + c
To find the y coordinate of the vertex, k, you need to evaluate f(h).









 = 3(1/2)2 - 3(1/2)
 = 3(1/4) - 3(1/2)
 = 3/4 - 3(1/2)
 = 3/4 - 3/2
 = 3/4 - 6/4




The answer is -3/4.
38) Assistment #384142 "384142 - Finding k of Quadratics in Standard Form (Type 1a)"
Find the y coordinate of the vertex of the following equation.  
 
Given that the x coordinate or h, is 2.
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f(x) = -x2 + 4x - 4









 = -1(2)2 + 4(2) - 4
 = -1(4) + 4(2) - 4
 = -4 + 4(2) - 4
 = -4 + 8 - 4
 = -4 + 8 - 4




The answer is 0.
39) Assistment #384210 "384210 - Finding k of Quadratics in Standard Form (Type 4b)"









This equation is in standard form.
 
f(x) = ax2 + bx + c
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To find the y coordinate of the vertex, k, you need to evaluate f(h).












The answer is 0.
